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BROWN UNIVERSITY INTRAMURALS
ULTIMATE FRISBEE RULES 
ALL PLAYERS MUST PRESENT A BROWN OR RISD ID CARD TO PARTICIPATE!!

Leagues: Open (High, Mid, Low)
Players:

Only 7 players are allowed on the field at one time.  There is a minimum of 5 players on the field at all times.
Team members must be listed on the team roster.  Rosters are final at the completion of regular season.  Participants may play on two (2) teams given that they are in different divisions and that one of them is MID.

NOTE:  No more than two (2) club players from the men’s and women’s ultimate teams per intramural team.  Club players cannot play in the Low Division.
Equipment & Uniforms:

*Each team is responsible for providing their own discs.  125g weight is recommended.

*All players must wear soft-bottomed (or rubber-molded) shoes. Screw-in cleats are prohibited. 
*Each team must wear common colored shirts. The team listed first on the schedule is the home team and will wear a white colored shirt. The second team listed is the away team and will wear a dark colored shirt. Avoid grey if possible.

Field:

The field will be 120 yards long and 40 yards wide.  The field consists of two (2) end zones, each of 25 yards in length with a middle section of 70 yards.
Forfeiting/Playoffs:
After one forfeit (or not attending the captains meeting) teams lose their $10 forfeit fee.  After forfeiting two (2) games or cancelling three (3) times, teams are ineligible to make the playoffs.  Teams must average a 3.0 or better in the regular season to be eligible for playoffs and maintain at least a 3 rating in each playoff game to continue to the next round.

Game:
Two (2) 20-minute halves are played with a continuous clock. Games are to fifteen (15) points, if times allows.  The first team to reach eight (8) points calls halftime.  Halftime will not exceed 5 minutes.

Regular season games may end in a tie. Post season games that are tied after regulation time will play in an un-timed overtime period until a team leads by two (2) points.

Two players on opposite teams (captains) will hold discs horizontally above their heads and a third player from either team is designated to “call it in the air.”  The discs are then flipped to rotate end over end and the third player is to call “same” or “different” while both discs are still in the air.  If the discs both land artwork up or artwork down then “same” is the winner.  If the discs are not in the same orientation, “different” is the winner.  The winning player must then decide to either “pull” or “receive”.  The losing player then decides the end zone they would prefer to start at.

The team that received the disc off of the pull at the start of the game must now pull to their opponents to start the second half.

Substitutions may be made during the time between points.  As soon as one team scores up to seven (7) players may be substituted for either team who then must line up on the designated end zone line to continue.
Rules:
There are no off sides in ultimate Frisbee.
1. A stall count may begin once a defender is within ten (10) feet of a player with the disc in his or her hands.  To perform a stall count a defender will start by saying “stalling one, stalling two…” and continuing on until ten.  If the defender says the ‘t’ in ten then he or she must call “stall” aloud and the disc is turned over if there is no contest to the defending team.  If there is an argument, called a “contested stall” then the offending player retains the disc and the stall count begins at eight (8) and the defender may come in stalling nine (9).

2. There is no contact in ultimate.  There are also no referees and players should abide by the system of “Spirit of the Game.”  If a player believes he or she has been fouled they must say it aloud at the time of the incident and all play should stop.  If the player who committed the foul agrees that it occurred then the stall count is reset and play continues.  If the player who supposedly committed the foul does not agree players return to their positions before the foul was called and the disc returns to whoever had it at the time of the call.
3. A “pick” call that occurs when two players inadvertently run into each other (like in basketball) and play must stop.  If the disc is in the air it must be caught to retain possession.
4. If the disc flies out of bounds possession is forfeit to the opposing team who then will walk to the sideline, establish a pivot foot and tap the disc in (either by tapping the side of the disc on the ground at their feet or having an opposing player tap the top of the disc).
5. A player shall not intentionally charge, tip, push or tackle an opponent. Such actions will result in a foul called by the player. 
* If play is stopped for any injury or unusual delay, the disc returns to the last person who had it before the stoppage.

NOTE: Rules are subject to change without notice at the discretion of the Intramural Coordinator.







